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GETTING STARTED 


WARNING: NEVER TRY TO INSERT OR REMOVE A 
GAME PAK WHEN THE POWER IS ON! 


-_ 


® Turn the power OFF on your N64. 


@ Insert the Game Pak into the slof on the N64, 
Press firmly to lock the Game Pak in place. 


@ Turn the power switch ON. After the 3 ie 


rance 
of the title and legal screens, you may Dypass 


at any time by pressing START. 


" ® 








e 
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CONTROL STICK FUNCTION 


The Nintendo 64 Control Stick uses an analo 

system fo read the angles and directions of its 
movement. This allows precision control that is 
not possible using the conventional Control Pad. _. 


When turning the Control Deck power OWN, do 
not move the Control Stick from its neutral 
position on the Controller. 


















If the Control Stick is held atan 
angled position (as shown in the 


i picture on the left) when the 
power is turned ON, this position 


will be set as neutral This will — 


cause games using the Control 

Stick fo operate incorrectly. 
The Control Stick is a precision instrument, make _ 
sure not fo spill liquids or place any foreign objects | 
into it. If you need assistance, contact Nintendo | 
Consumer Assistance at 800-255-3700 or your, 
nearest Nintendo Authorized Repair Center. 


To reset the neutral position once 
the game has started, let go of 
the Confrol Stick so it can return ~ 
fo its center (as shown in, 
the picture on the left) then press \- 
START while holding down the Ls! 
and R Buttons. i \ 


ie 
2] 


i¢ 
: j 





CONTROLLER 


- Before you begin your game familiarize yourself 
with the controls. 


un shal art Nak | Lgl ples 4, sii *t yh ss “ . ayer ab has " 
vil r a f f 
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" 
i R BUTTON Lert C BouTTon 
L BUTTON Top C BUTTON 
CONTROL , Riant C BUTTON 
| Pap : ne 
. START 
1 BUTTON Bottom C BUTTON 
Ni 
2 Borros BOTTON 


MENO SELECTIONS 

- Control Pad or Control Stick OP, DOWNS, LEFT. 
or RIGHT to highlight options 

- Press the A BOTTON fo select options 


a 
‘| : 
+s I 





Press START fo pause the game. To quit a game 
in progress, press START, then press SELECT. 









The Continue/Quit menu will appear. Select “Quil’, 
then select “Yes” to exit the game, or select 
“Continue” fo refurn fo your game. 









DEF ROL T CONTROLS 


at 





EVADE EVADE 


a - 





MOVE a 
(ALL Dre 





MOVE. ISDEX 
B - Back S - Strong 
D - Down K - Kick 
F - Forward E - Evade 
ee Q - Quick 
For Example: 





F + Q + S means: Hold down FORWARD, QUICK _ 
and STRONG simultaneously to execute the move. 


D, F, 9 means: Press DOWN, then FORWARD, then 
QUICK to execute the move. 


Note: To find the moves for a character, go to THE 
WARRIORS, pgs. [2 - 33. 

START/OPTIONS 

Following the opening title screens or during the va 
demo, press START to view the START/OPTIONS _ 
Screen. Select START to go right to the Warrior - 
Select Screen (see WARRIOR SELECT, pg. 8) ‘a 
or Options to view the Options Screen (see Bh 
next page). 5 43 
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Turn 
If you're a bit squeamish, turn this se 


be ane y 


. Make modifications to 

' your game’s default 
options configuration. To 

, make changes, press your 
Control Pad OP or DOWN 
to highlight the option you 
want fo change, then 
press the A BOTTON to 
cycle the options. Here 
are the options: 


our level of* 
rom I (easiesf) fo 


TIMER ADJOST 

You can set the Match fime fo 30, 6O or 90 
seconds. A lower fime may resulf in more 

ay a matches, so whether or nof you 
se of your opponent quickly before you 
nges. 


CONTINUES 

The amount of Credits Sancti you select 
determines how man oy ey can fight a 
hag Following a defeat Select fre from | fo 7 


ako 


FATALITY 
Turn Fatalities ON or OFF. 


CONTROL CONFIGURE 


See next page. 


HIGH SCORE 
id “helt the game’s high scores. Get your 





ry ou uh 
y 


his “hi 
CONTROL CONF IGORE 









Configure your controller 
any way you like. Here's 
how: 


CONTROL 
CONFIGURE 


Press the button of the 
control you want fo ! 
modify, then press Control 

Pad or LEFT or RIGHT 
to cycle through the io ———s 
available actions. When the — : | 
action you want for that bution appears, opel the 
process to make more changes, or press START. 1 


You'll be given the option fo press START again and — 
accept the new configuration, SET TO PREVIOUS 
selfings saved or SET TO DEFAOLT settings. 





AUDIO 

Mace lets you make adjustments fo the game's 
Music and Sound FX volumes, and lisfen to all the 
sounds and music in the game. 


To adjust volume levels for Music and Sound FX: 


- Highlight Music or Sound FX, the press the Left 
C Button or Right C Button fo make adjustments. 


To listen to music or sounds: 


Highlight the word SELECT located below the 
Music and Sound FX options. Press the LEFT C 
BOTTON or RIGHT C BOTTON fo cycle each 
sound. Press the ABOTTON fo pla @ sound or the — 
B BOTTON fo stop sounds or Wren you're 
finished, press START to exit the option. 


sf 
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WARRIOR SELECT 





Press the Control Pad OP, DOWN, LEFT or RIGHT 
to highlight one of the 10 selectable Warriors in the 
As you highlight characters, i appear fo 
the left or right of the screen, depending on which 
controller you're using. When you've found the 
character you want, press the A BOTTON fo select. 


To change the color of a Warrior, hold down the L 
or R BOTTON (Evade), then press the A BOTTON 
to select. 


After you've been defeated in the arena, this screen 
will appear again if you use a Continue (see 
CONTINOES, pg. 6). Repeat the above procedure fo 


a _ select any Warrior and continue the fight. 











er Vin gt 
THE ARENA 


Damage Meters 











The main game 
screen displays each | 
Warrior's Name and | 
Damage Meters, and | 
a Timer is located in ° 
between. Read the 
following information 
fo familiarize 
yourself with each 
item on-screen: 


DAMAGE METERS F 
As the battle ensues, your green Damage Meter will | 
diminish (turning yellow) as you take on damage. As 
your condition turns critical, the meter will turn red. 
This is the time fo avoid your opponents punches, 
counfer affack and puf your opponent away. When 
your mefer is completely black, you're finished. 


WIS MARKER 

When you fight and win, a marker will appear, 
representing each win. The first player to achieve 
two markers wins the match. f 


COMBO DAMAGE 

The Warriors in Mace: The Dark Age can inflict 
heavy damage with multiple punch combos. When F 
you land a nice combo, the number of hits landed 
briefly appears on-screen. 


TIMER . 
The matches don't last forever, so keep your eye 
on the Timer. When time is up, the healthier 
opponent wins the match. You can modify the 
amount of time for each match. See. TIMER 
ADJOST, pg. 6. 
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For centuries an impenetrable darkness has before ifs too late. Heirs to aoe 
shrouded Europe and Northern Africa, with countless kingdoms long since 

victims succumbing fo the ravenous hunger of vanquished, seek revenge on 
unchecked pestilence and war. Once a promising Asmodeus and those who 
glimpse of humanity's potential, the cradle of wield the dark energy. 
civilization has become a well of despair. 













yy.» They are the fiercest 
Viet '),; fighters on Earth, 






Many great kingdoms have been devastated, but a 
select few have grown more powerful. These 
comprise of the Covenant of Seven - lords who 
have allied with Asmodeus, a practitioner of the dark 
arts who wields the fabled Mace of Tanis. The 
Mace is embued with necropotic energy, offering 
those who wield if a fanfalizing promise of ever- 
lasting life and unbridled power. \\4 





























With this power comes a ferrible price: Asmodeus || 
must feed off despair, disease, and poverty. In J 
limited doses, Asmodeus grants the Seven the ; 
power they need and crave. In return, they 
expand their kingdoms with bloody battles and ~t, 
torment their peasants. Buf Europe can no ey 
longer susfain Asmodeus’ ravenous {r 
appetite. He now reaches East info 
the Orient, fo find new lords who 
yearn fo sample the dark 
powers. 
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But there is a rebellion. 

Each of the Seven, addicted 
fo the corrupting power of the 
Mace, dispatch their best 
warriors fo kill Asmodeus and 
steal his power. Leaders from the east sense 
10 Asmodeus’ plottings and strive to destroy him 
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THE WARRIORS 


AL RASHID 

The evil Al Rashid was raised from birth to become 
i a master in the arts of the unseen death The son 
_ Of Khalid, King of Assassins, he was raised in a 
~ towering fortress high in the mounfains of Northern 
Arabia.. He wields twin scimitars, rumored to have 
been forged magically from the very winds of the 
Great Desert. These blades grant Al Rashid 
extreme speed, lightning reflexes, and the power to 
harness the forces of the wind. His mission is ‘fo kill 
Asmodeus and become King of Assassins himself. 
yeighee STARTERS: 


Air Quick - Q (in air near ground) 
“Block Attack ~ B+S 


4 : 


BASIC COMBOS: 
 KYK 
|€6—6hcSUS OD 












_ COMBOABLE SPECIALS: 

Wc osse. Lott -E+sS 

Dodge Right - E + @ 

Sand Devil - Hold S for 2 seconds, then release 
Flashcut Left - D, F, S ¢ f with D, F, 9) 
Power Chop - Q + S (2nd attack is anti-crouch) 
Sweep Kick - B + K 


| following with F + S and 
1d then Big Spin Uppercut 


B= Back, D = Down, F = Forward, J = Jump, Q = Quick S = Strong, K = Kick, E = Evade 


" iN 4 rm 

i | 

-_<£ | 7 Wes , ? ‘ ‘ 
X.: u "y > - “ey rH it i = ee ud re + 
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STAND ALONE SPECIALS: 

Blade Tornado - F, D, B, S 

Double Chop - F + 9 + S (anti-crouch) 
Air Dive - B, F, Q (while in the air) 


FATALITY 

B, D, F, B, S din close) 
tig , 
FIGHTING STATISTICS 
Speed 7 “dig 













Se , Ceuaiieiin —, Saat = ™, 
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STAND ALONE SPECIALS: 
Bladegeyser — F, D, Q (can 
be followed with a special 
Air Fireball - D, F, Q (while 
in air) 
» Low Dagger - S + K 
(can be followed with a 
+ 


w 
\¥/ speciaD 
f}i Overhand - F +Q+S 
y High Thrust - 9 + S (can 
7-4, be followed with a special 


















f 
COUNTESS TARIA HA 
The evil Countess Taria, daughter of the Duke of | S 
Iberia, one of the Covenant of Seven. She is a 
_ skilled fighter and a high priestess in black magic. 
She is in search of the ulfimafe power, and wants 
to place herself on the throne. 


COMBO STARTERS: 
Air Quick - Q Gn air near ground) 
Dagger Stab - B + Q 

Left Side Atfack - E + Q 


yi FATALITY 

_ BASIC COMBOS: ue Hold S, then 
 S,KK a release (within 

[  9< 9S AZ” sweep distance) 
_ COMBOABLE SPECIALS: JS : 7 _ FIGHTING STATISTICS 


Flip Kick - D, F, K 
‘ Fireball - D, F, Q 
} 


NIENINI & 


_ Right Side Affack - E+ S 
_ Double Low Spin ~ F, D, B, S (can be followed by 
another special affer the 2nd Hib 
Rush Forward —- B, F, S 









i B = Back, D = Down, F = Forward, J = Jump, Q = Quick S = Strong, K = Kick, E = Evade 


4 
a 3 Fat a 
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THE WARRIORS pee 


THE EXECUTIONER 
The Executioner is good at his job, and has created 
a vast and well-stocked dungeon suited to his. 
needs. He is loyal to Sir Dregan, one of the 
Covenant of Seven. In order to ensure thaf Dregan 
holds the reigns of power, the Executioner must put 














his considerable skills to the test in killing i | 
Asmodeus. And he thinks the Mace would make af Lm § Ms ae 
cool torturing device. alae \ ef oe wl aN Ax 
COMBO STARTERS: . AP a 
Head Stab - B + Q ot 


Air Affack - Q Gn air near ground) 


PEI Oe 


BASIC COMBOS: 
S, K, 9 
0%. 9. S 


COMBOABLE SPECIALS: 

Big Swing - B + S 

Corps Kiss - D, F, Q 
Devastator - B, F, Q 

Axe Hook - B, D, F, S (looks 
then throws re 
Sweepchop - D, B, S (Sweep then 
anficrouch) 


B = Back, D = Down, F = Forward, J = Jump, Q = Quick =Strong,K 








STAND ALONE 
‘SPECIALS: 
Fadeback - 90 + S 

. (Anticrouch) 
Overhand - F + Q + 


M, LY FATALITY 
=) 3BD.FBD,F QO 
























THE WARRIORS f 


KOYASHIA 

The highest ranking masfer of Ninjutsu in her native 
land, said to be the deadliest ninja ever to walk the 
Earth She is now working for mysterious powers | |. EB 
who want to seize control of the Mace for purposes LY MENE 


COMBO STARTERS: 
Air Quick - Q (in air near ground) 
Far Stab- 9 +5 
_ Back Kick - S + K Gumping cross over) . 


_ COMBOABLE SPECIALS: 
_ Spin Kick - B.D, F. K (can be done up to 3 
times, and followed with a special) ue 

Leff Affack - E + Q 
_ Ankle Biter - E + S 

_Lowhigh - F, D, F, S 
Sweep - B + K 
Deception - F, D, B, S (can be followed 
with 
_ Slide - B, F, K (can be followed with 


_)) STAND ALONE SPECIALS: 
4 Heel Drop — F, D, B, K 
(Anticrouch) 
Overhand - F + Q +S 
Air Grab - Q + S (must be in air near standing 
- opponent 











special) | FATALITY 
_Electo Shuriken - D, F, Q, (ap Q | BF, BF, Q : 
again for another one) ~ ZS SE Reena 
| Speed 10 
Power 6 
Reach 5 


Armor 3 











oe cullen greene: AT f Samii, 7 ’ , 
THE WARRIORS 


LORD DEIMOS 
A member of the Covenant of Seven, Lord 
Deimos rules .his populace with an iron grip _, 
id atop his mountain fortress in his native Bi 
_ Bavaria. No one currently alive has seen i ae 
~ his face, and few are allowed inside his | A 
dark castle. Further, it is told, his blood- . Ye 
red armor is forged of molten lava, (4 ) 
hand-forged by the very demon Be bs he ie ene 4 
himself. Now that the covenant of “i os ae | _ _ fe FATALITY 
Seven are battling each other, Deimos # Ss Sie. fF. FB, D,F, S Within sweep 
seeks to kill Asmodeus and rule all the’ j \ distance) 
Ye known lands with the evil power. 


———— 
2 


























STAND ALONE SPECIALS: 
Homerun Swing - Q + S 
Overhand - F +Q+ 5S 





_ FIGHTING STATISTICS 
5 


ys COMBO STARTERS: ~, Speed 
_ Air Quick - Q (in air near ground) “" Power 9 
tron Fist - B + Q Reach 10 
Armor 9 


Fa 

f BASIC COMBOS: 

ro S,O0+S 
S,D+S,D+S5S 


t COMBOABLE SPECIALS: 
' Soul Kick - B, F, K Le 
_ Hell-icopter - B, D, F, S (can be followed 
with a special 

_ Shoulder Rush ~ F, F, S (can be followed 
with Quick Power) 

_ Fire Wall - B, D, F, Q 

_ Quick Power - B, F, S 






gr ne | lita ag Cer 


BASIC COMBOS: 










THE WARRIORS f Cea Za 


MORDOS KOLL ) 
A bafile-scarred veteran of countless wars, Kull's B -, STAND ALONE 

weapon is for sale to the highest bidder. An orphan 4 \; | | . §e SPECIALS: ¥ 

with an unknown family history, Kull was raised by (| /fy\ “™, . “et a low — F, D, 

$yps ts in the rugged Hfalian foothills. He  (*}/~ > NG va" Q (Wefensive Affack) 

learned fo fight by experience, throwing off the DR Wh AN VY 

marauding brigands. He found he fought most ‘é 
effectively with a morning star, a devastating Ath, 
weapon that causes massive infernal injuries. He | , 
is being paid to kill Asmodeus, but he may ye 
have plans of his own. 




















COMBO STARTERS: 
Air Quick - Q (in air near ground) 


S,9,B +S 
9. S. 9 


COMBOABLE SPECIALS: th 
Dragon Strike - F, D, F, S . Baa) he iam 
Shield Rush - B, F, S (can be followed with Dragon (fio 







Speed Z 
Strike) 4 Dciver 8 
Side Kick - B, F, K (can be done up to 3 times) Reach 8 
Dodge Leff -E +S ab Y Armor 7 


Dodge Right - E + Q 
Helliattack - B, D, F, S (can be followed with a 











a, 
A - 


3 "SARE, ve b 
us WZE | 
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/’/ STAND ALONE SPECIALS: 
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a 
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THE WARRIORS f 


NAMIRA 

Kidnapped from the royal palace and sold into 

Slavery as a child, Namira grew up in the harem of 

a lesser sultan whose deviant appetite for pleasure 

was as twisted as his hideous face. Combining a 
OG 





2 hs 





o. 










a 
- 
a 










1/// igh Thrust ~ Q + (can be 
followed with a 
Low Thrust - S + K (can be followed 










~ deadly, swift scimitar with a seductive style of 
fighting that mesmerized her opponents, Namira 
cimeat uk. 
the truth about her identity from Asmodeus, killin 
him if she has fo. 











COMBO STARTERS: 
) a a eli 


Aly 


> ) 


"4 BASIC COMBOS: 





D, D, B, F. K (Gin close) 







FIGHTING 
STATISTICS 








_ COMBOABLE SPECIALS: ag 
_ Spin Left - B + Q (can follow with another spin by AT} 
hitting Q again) Tih 

) Spin Right .B + S Coan folow with another spin pit 


b 
DE elriainn’— | DE. K (can be felowed by 10 
Sweep - B + K 






wie 


land, and the quick strikes from his 


+ te ‘ 
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RAGNAR BLOODAXE 
A beserker from the icy fjords of the great north, 
his strength and rage are unmatched in all the 





STAND ALONE SPECIALS: 
79 Head Rush - B + Q + S (sends 
Mh character flying) 
MN ~=CBig Chop - Q + S (anticrouch) 
Anticrouch - F + Q +S 


fwin axes are deadly indeed. Little OK 
| py s.)) Canticrouch) 


is known about his mofivafions to | bad 
seek out Asmodeus and recover ~.  ~* 


the Mace of Tanis. ©! uaztoage Double Axe Affack - 9 + S + 
es. Yet 7.é\\ K (anticrouch) 
FR Ho, Frenzy - F + tap Q quickly 


Thunder Clap - B, 


COMBO STARTERS: 
Air Quick - Q (in air near ground) 


=) 
TASS ; 
a, ior VA ae - 
+ a . = 
Cy 4 ‘ 4 o 






BASIC COMBOS: 


=. 
-—_ 













9.5,0+5 NY 
Ss, Q, 0 wy 


4 
ee 

pm " 

4 vr 





COMBOABLE SPECIALS: 

Vallhala Sweep - B, D, F, S 

Roll n Scoop - B, F, K 

Fake Roll n’ Scoop — F, F, K (Horns hit but 
there is no scoop) 





FIGHTING STATISTICS 
Speed 6 


Power 9 
Reach 6 
Armor 4 
14, 





4 


‘ afi 
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THE WARRIORS f/f 


TAKESHI TSONAMI 

Born the second son of a noble and powerful 
_ Japanese family, he is the youngest Samurai in the 
i Emperor's high command. He is out fo restore the 





ly 
y J 






family honor and redeem his brother Ichiro, who has _ STAND ALONE 
= succumbed to the dark spell of Asmodeus. N SPECIALS: 
oe th B+K 
COMBO STARTERS: HK | nasal dart a + Si 
Air Quick - Q (in air near ground) aa can a wed w 
Steel Waterfall - F, D, B, S ie a spe 


a \\\ Low Thrust - S + 
at K (can be followed 
\ with a special 

. Zen Dodge - E + 
S (can be ack 
\\ with a special) 

Leff Spin - E + Q 
r . hy \ an a followed 


Hop Kick - B, F, K 


‘ BASIC COMBOS: 


Flipping Uppercut - B, D, F, S i As Ly) 
Energy Palm - BF, S (canbe > AN LH ee yy) 
followed by Q + S and then another jJR) oe. ShSAU]? 
: 
' 


) 
f COMBOABLE SPECIALS: 


Dodge Slash - F + 
ra 







FATALITY 
A) RBS D EF S 
\ a” close) 
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XIAO LONG 
Born the son of a Chinese Warlord, Xiao Long was 
_ trained in the skills of martial combat. When he was 
_ fourteen, Xiao’s father Khan burned out Xiao’s eyes 
and cast him outside the city walls to meet his fate. 
~ Taken in by the monks, Xiao has become a deadly 
fighter by mastering the Sixth Sense. Sensing that 
a great evil is encroaching, Xiao sets out to prevent 
the spread of pestilence to his native land. To do 
_ so, he must vanquish Asmodeus and destroy the 
Mace. 
_ COMBO STARTERS: 
, Air Quick - Q Gn air near ground) 
Kneehit - Tap B + Q 
Hop Kick - B, F, K 








- BASIC COMBOS: 
$,9,K 
nO, KK 


_COMBOABLE SPECIALS: 

_ [000 Staffs - Hold S for 2 seconds, release (can 
_ be followed by special) 

_ Staff Sweep - D, F, Q then another speciaD 

Leg Sweep - B + K 

Fierce - 9 +S 

Spin Kick - B, D, F, K 

_ Lowhigh - F, D, B, S (sweeps then chops) 

‘Slide Right - E + 9 








% 





* B= Back, D = Down, F = Forward, J = Jump, Q = Quick $ = Strong, K = Kick, E = Evade 





STAND ALONE 


SPECIALS: ‘ 
Orb - Hod Bfor2 (YP 
seconds, F, S (holds) | 










Sie = ce ys 
“g iW £ 12 ey . ih (can be followec 
on. pc Mel 4 ~/f with a special 
* \4'fe MORE STAND 
\\\ (iy ALONE SPECIALS: 
DM < ¥ 













% ’ é: 2 AS ’ J ay ig ~ Slide e E + Ss 
MA en Oe ae ET 
OS, \\ peal ockout ~- B, D, F, S 
. iia | __— Overhand - F +Q+S 
FATALITY 






B, F, B, F, S 


FIGHTING STATISTICS 
Speed 10 


5 
6 
3 










THE WARRIORS f 


SIR DREGAN 
Asmodeus made Dregan 
a member of the 
Covenant of seven, 
~ promising Dregan 
access to plenty of 
souls in refurn for 
his loyalty. Now 
Dregan has learned that 
Asmodeus has known the 
location of his lost soul and 
that the power r 
of the Mace can restore his (Z, 


Ni 
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So 
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ts tad 
es ie "fy 
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ICHIRO 
, Ichiro wants more 
Sf ‘then just the faste of 
' power; he hungers to 
control the great Mace, 
/ id once and for all crush 
© his younger brother Takeshi. 
Ichiro will rule japan and 
turn if info the greatest 
‘warrior nation the world 
has ever seen. 
















of the dwarves, has a © 
vision: he is marching 
across the batftlefields 
above a strange engine, 

built of iron and prose 
and powered by sfeam. in / 
his dream, Gar’s bizarre 
creation smashes the 
enemy and wins WA. bat 
freedom for the Wy if Si 
dwarven legions. a) hie: 


| HELLKNIGHT 

A The Hellknight is a minor 
+, demon from hell who has 
Lan been dispatched fo 

destroy Asmodeus and 

_ return the Mace of Tanis 

to its rightful owner. each 

use of the Mace drains 

power from hell, sending 

\ the nether realms info chaos. 

nt Wascctdy Rieti of evil 

oo the Hellknight has at 

_ long last found the Earth and 
the castle of Asmodeus. 
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mi ie ! : ¢ rrr ite oa 
f ~ WINNING STREAKS 


oe ae | Mace: The Dark Age allows you to enfer your 
éxectitian initials when you put together an impressive winning 

rand streak. When your streak comes fo an end, aa 
SCARE | Enter Initials Screen will appear as long as | 





a al 





A bast streak cracks the top ten. es he a. 
i ay ; i OP, DOWS, LEFT or RIGHT fo highlight a er, 
Peatna ay | then press the A BOTTON fo select if. Repeat the — 
icc a process fo enfer all three initials. Select <— to back 

up and fix mistakes. When you've finished, select | 

If you're taking on the computer in a | Player. END. 

game, you'll receive a score update after each 

victory. The Score Screen keeps track of your 
, Vanquished opponents and your cumulative score. 


You'll receive bonus points for: 


TIME 
The sooner you finish off your opponent, the more 
points you'll receive. 


HEALTH 

Health bonus points are 150 points for each full 
i: health bar per round. if you win two rounds with full 
, health in each, ifs 300 points. 


PERFECT 
A Perfect Victory means you didn't receive a 
_ scratch, therefore you will receive 1OO more points. 


‘ > EXECOTION 
_ The point givers love if when you execute your 

~ opponents, so an extra 100 points are coming your 
way if you show your stuff. 












































Kevin Hing & The Chupabra 
Derry! Depriest 
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, 
WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original pu 
of this Midway Home Entertainment Inc. software product that the medium on 
which this computer program is recorded is free from defects in materials and ~ 
workmanship for a period of ninety (90) days from the date of purchase. This 
Midway Home Entertainment Inc. software program is sold “as is,” 
express or implied warranty damages of any kind, and Midway Home , 
Entertainment Inc. moe Sie (ragrany, Madey Home Exits acl ; 
resulting from the use of this program. Midway Home Exieriakene Sakis 
agrees for a period of ninety (90) days to either repair or replace, at its option, 
free of charge, any Midway Home Entertainment Inc. software product, — 
postage paid, with proof of purchase, at its Factory Service Center. 
This warranty is not applicable to normal wear and tear. This warranty shall not — 
be applicable and shall be void if the defect in the Midway Home Entertainment } 
Inc. software product has arisen through abuse, unreasonable use, — 
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER ° 
WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE MIDWAY HOME _ 
ENTERTAINMENT INC. ANY IMPLIED WARRANTIES APPLICABLE TOTHIS | 
SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY 
SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESUL 
FROM POSSESSION, USE OR MALFUNCTION OF THIS MIDWAY HOME 
ENTERTAINMENT INC. SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages so 
the above limitations and/or exclusions of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which 
vary from state to state. 


























Mipway Home ENTERTAINMENT INC. 
1800 SouTtH Business HicHway 45 
Corsicana, TX 75110 , 


Mipway CUSTOMER SUPPORT 
903 874-5092 
10:00am - 6:30pm - Central Time 
Monday - Friday 37 
ail lisse : ih 


